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(54) GAME SYSTEM, GAME DEVICE, AND GAME METHOD 

(57) A game system which enables continuous 
game playing with a home or service game machine by 
utilizing temporary game results obtained by a portable 
game machine. Also, a game system relating to a bring- 
ing-up simulation game machine and a bringing-up 
game using the same. Specifically, a bringing-up game 
system and a game method, whereby a bringing-up 
game for bringing up a virtual character, an image of the 
virtual character brought up by this bringing-up game, 
and a synthetic image composed of the image of this 
character and an image of a game player are obtained, 
displayed, or printed. 
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Description 

Field of the Invention: 

[0001] This invention relates to a gaming system 
which enables a player to use the temporary result of 
game play on a portable gaining machine to continue 
the game play on a home or business use gaming 
machine. 

[0002] The invention also relates to a raising simu- 
lation gaining machine and a raising gaming system 
using the same, and more particularly to a raising game 
of raising a virtual character or simulating love with a vir- 
tual character as a game player performs key input 
operation, etc., and a raising gaming system and a rais- 
ing game method of providing a composite image of the 
image of the virtual character raised on the raising 
game and the image of the game player and displaying 
or printing the composite image. 

Description of the Background Art: 

[0003] An initial data input system of a game as 
described in (A) the Unexamined Japanese Patent 
Application Publication No. Sho 63-242293 is known as 
a conventional art similar to the above-described gam- 
ing system. This art aims at enabling a player to chal- 
lenge a business use video game with a character 
having ability grown using a home video game. 
[0004] (B) the Japanese Patent No. 2642088 dis- 
closes a configuration wherein a game program of a 
small child electronic gaming unit can be electronically 
connected to a large parent gaming unit so that a game 
played on the child electronic gaming unit can be exe- 
cuted on the large parent gaming unit with a large key- 
ing section and an external display unit having a large 
screen. 

[0005] Further, Game boy (trade name) of Nintendo 
Kabushiki kaisha, Tamagocchi (trade name) of Bandai 
Kabushiki kaisha, and the like are known as conven- 
tional portable games and raising games making the 
most of the characteristics of the portable gaming 
machines are in fashion. 

[0006] The characteristics of the portable gaming 
machine are to enable a game player to play a game at 
any time and anywhere and always carry the portable 
gaming machine for playing a game because the gam- 
ing machine has an internal power supply such as a bat- 
tery; for example, to raise a pet, the portable gaming 
machine enables the game player to also play a passive 
game in addition to active games as conventional 
games. 

[0007] To use the portable gaining machine for a 
raising game of a pet of a virtual character as described 
above, the pet being raised requests "meal," "play," etc., 
of the game player by voice, etc., and the game player 
can play a passive game of performing game operation 
in response to the request, so that the game player can 



perform an act of raising the pet in a manner near actual 
pet raising; the game player feels a stronger attachment 
to the pet as compared with a conventional gaming 
machine enabling the player only to perform an active 

s raising act. 

[0008] A conventional raising simulation gaming 
machine is a gaming machine on which a game player 
raises a virtual character based on a predetermined 
raising simulation program; a generally known one is a 

10 size as large as a business card so that the gaming 
machine can be carried. 

[0009] Such a portable raising simulation gaming 
machine has a memory for storing a raising simulation 
game program and control means for making a game 

15 proceed according to the raising simulation game pro- 
gram. The gaming machine requests care of "meal," 
"play," etc., of the game player according to the raising 
simulation game program. When the game player 
selects a meal, gives it to the pet, and keeps the pet 

20 company by entering commands through key input 
means based on the requests, image data of the char- 
acter responsive to the raising simulation result of the 
above-mentioned key input, etc., is determined by the 
control means from image data of a number of charac- 

25 ters stored in the memory as if the virtual character 
grew in response to the care, and the determined image 
data is displayed on a display. 
[0010] The virtual character raised as described 
above is raised by the game player who enters com- 

30 mands through keys, etc., and thus can be raised like a 
lovely pet as a so-called virtual pet. Since such a virtual 
pet can be kept in a portable raising simulation gaming 
machine, there is not a fear of putting neighbors to trou- 
ble as dogs or cats and no keeping space is required, so 

35 that anybody can have a pet with a light heart. Particu- 
larly, in recent years it has become very difficult to keep 
pets in large cities and abandoned cats, dogs, etc., are 
at stake. With this being the situation, demand for such 
virtual pets will increase in the future. 

40 [0011] Further, some game software programs of 
home fixed gaming machines provide games to bring up 
girls or children. 

SUMMARY OF THE INVENTION 

45 

[0012] However, in the related art (a), the ability 
data of the character raised on the home gaming 
machine requiring an external power supply is used for 
the player to play a game on a business use gaming 

so machine. For example, when the data of the raised 
character is transferred to the business use gaming 
machine and a player plays a game on the business use 
gaming machine based on the transferred data, if the 
character is a little insufficient to grow, it cannot be 

55 raised additionally on the spot. For example, assuming 
that the game played on the business use gaming 
machine described above is a combative sport game, 
the win-loss record against an opponent on the busi- 
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ness use gaming machine changes entirely depending 
on whether or not the raised character has ability lower 
than the opponent by one level. 
[0013] In the related art (b), a game that can be 
played on a small gaming machine is simply allowed to 
be played on a large screen by operating large keys, 
and large and small gaming machines do not operate 
under different game programs, thus the game lacks 
fun. 

[0014] A game is proposed wherein the above- 
described portable gaming machines are connected by 
a cable and the characters raised on the portable gam- 
ing machines are made to fight with each other or marry. 
However, the player cannot continue to play the game 
on a home or business use gaming machine of high 
image quality with the character raised on the portable 
gaming machine. 

[0015] It is therefore an object of the invention to 
provide a new gaming system which enables a player to 
play a game on a home or business use gaming 
machine based on the game play result on a portable 
gaming machine. 

[0016] By the way, a known machine for raising a 
virtual pet (character) as described above is a machine 
for raising the pet only in a simple unit such as a porta- 
ble raising simulation gaming machine, thus the capac- 
ity of storing character information of image information, 
etc., of characters that can be raised on the portable 
raising simulation gaming machine and the display 
capability of the character information are limited. For 
example, a character image displayed on a display is 
formed by monochrome, rough dots and is extremely 
plain and simple as compared with real cats or dogs. To 
satisfy a demand as a pet replacing a real cat or dog, an 
image, reaction, etc., close to a real image to which the 
player can feel an attachment like a real pet needs to be 
represented as a virtual character. However, it is difficult 
to accomplish it on a portable or home gaming machine 
because of a high cost and upsizing the gaming 
machine. 

[0017] For example, to bring, up a child, his or her 
parent may take a souvenir photograph on a ceremony 
such as a birthday, graduation ceremony, or a wedding. 
A raising simulation gaming machine for taking such a 
souvenir photograph does not exist. The reason why 
such ceremonies are not provided is that if a raising 
simulation gaming machine on which such ceremonies 
can be performed is provided, it is feared that the raising 
game itself will be good for nothing if the ceremonies 
become old-fashioned. 

[0018] In addition, on such a ceremony, parents 
often have souvenir photograph taken together with 
their child rather than the brought-up child solely has his 
or her souvenir photograph taken as described above. A 
conventional raising simulation gaming machine which 
enables the game player to have his or her photograph 
taken together with a raised character does not exist. 
[0019] Further, hitherto, the player has raised a pet 



(character) in a virtual world (closed society like a 
home) only within his or her raising simulation gaming 
machine. However, it is more like the real world to move 
a character raised by one person to a raising simulation 

s gaming machine of another person as an adopted child 
or marry a character raised by one person to a charac- 
ter raised by another person for relating the characters 
raised by different persons to each other or promoting 
interaction among game players. 

10 [0020] Some game software programs of home 
fixed gaming machines provide games to bring up girls 
or children. However, since the gaming machine cannot 
be carried, the game player plays a game (raises a pet) 
on the gaming machine whenever he or she wants to 

15 play the game; passive trouble as the pleasure of rais- 
ing the pet around the dock cannot be given to the 
game player. The passive trouble is trouble of care 
soothing or scolding a dog or a cat in response to meal 
requests made by the dog or cat not considering the 

20 time. Like the above-described portable gaming 
machine, the home gaming machine is also a gaming 
machine for raising a pet in a closed virtual world in the 
gaming machine, thus the world in which a pet or a child 
is raised is narrow and poor in reality and the game 

25 lacks fun. 

[0021] It is therefore an object of the invention to 
provide a raising gaming system wherein game players 
can raise virtual characters in a virtual world closer to a 
real world communicating with other game players and 

so other virtual social facilities on raising simulation gam- 
ing machines for raising virtual characters. It is another 
object of the invention to provide a raising simulation 
gaming machine that can print a commemorative photo- 
graph of a raised character and a commemorative pho- 

35 tograph provided by combining a game player with a 
raised character. 

[0022] To these ends, the invention adopts the fol- 
lowing: 

[0023] According to the invention of aspect 1 , there 

40 is provided a gaming system comprising a gaming 
machine requiring an external power supply, such as a 
coin-operable business use gaming machine installed in 
a store, etc., or a home gaming machine and a portable 
gaming machine having an internal power supply for 

45 enabling a player to carry the portable gaming machine 
and play a game thereon, characterized in that game 
programs for enabling players to play different games 
are installed in the portable gaming machine and the 
gaming machine, that each of the portable gaming 

50 machine and the gaming machine is provided with data 
transfer means through which a temporary game result 
can be transferred from the portable gaming machine to 
the gaming machine, and that the gaming machine can 
receive data storing temporary results of games played 

55 on two or more different portable gaming machines 
through the data transfer means and execute the next 
process such as continuing the game play or printing 
based on the received data. 
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[0024] In the invention of aspect 2, in the gaming 
system of aspect 1 , the data transfer means for transfer- 
ring the temporary result of the game played on the 
portable gaming machine to the gaming machine 
adopts a radio transfer system and the radio data trans- 
fer is executed using power from the internal power sup- 
ply. 

[0025] Besides, in the invention of aspect 4, in the 
gaming system of aspect 3, the radio system is selected 
from the group of a spurious spread system, a time divi- 
sion system, a frequency shift key (FSK) system, infra- 
red communication, pulse communication, and AM/FM 
communication. 

[0026] The expression "game programs differ" con- 
tains the fact that one game program is upgraded as 
compared with any other game program. 
[0027] The external power supply is a power supply 
previously fixed in a house, etc., and is a concept except 
for batteries, etc. 

[0028] According to the invention of aspect 4, there 
is provided a gaming system comprising a first raising 
simulation gaming machine comprising first raising 
means having a first raising simulation game program 
for raising a character and first storage means for stor- 
ing first raising history data of a virtual character formed 
by the first raising simulation game program and first 
data transfer means for transferring the first raising his- 
tory data stored in the first storage means to a second 
raising simulation gaming machine, and a second rais- 
ing simulation gaming machine comprising second rais- 
ing means having a second raising simulation game 
program for raising a character and second storage 
means for storing second raising history data of a virtual 
character formed by the second raising simulation game 
program and second data transfer means for receiving 
the first raising history data transferred through the first 
data transfer means from the first raising simulation 
gaming machine, characterized in that the second rais- 
ing simulation gaming machine can store second his- 
tory data of the character additionally raised by the 
second raising means according to the second raising 
simulation game program based on the received first 
raising history data in the second storage means, and 
that the second raising simulation gaming machine fur- 
ther comprises second display means for displaying an 
image of a character prepared based on image data 
previously stored in image data storage means (fourth 
storage means) based on the first or second raising his- 
tory data. 

[0029] The first or second data transfer means may 
be means for transferring character raising history data 
from the first raising simulation gaming machine via a 
memory card to the second raising simulation gaming 
machine or between the first and second raising simula- 
tion gaming machines by cable communication or opti- 
cal communication. Raising history data is coded into 
history code and history code represented by a several- 
digit number or several characters is given from the first 



raising simulation gaming machine to the game player, 
who then enters the history code in the second raising 
simulation gaming machine through key input means, 
etc., thereby transferring the first raising history data. 

5 This is also contained in the transfer in the invention. 
[0030] The first and second raising simulation game 
programs may be raising simulation game programs 
common to the same models or different models or dif- 
ferent programs. However, the raising history data is 

io previously standardized so that it can be interpreted and 
used by both the first and second raising simulation 
game programs. The second data transfer means also 
contains means having only a function of receiving the 
first raising history data from the first data transfer 

is means, of course. 

[0031] In the invention of aspect 5, in the gaming 
system of aspect 4, the second raising simulation gam- 
ing machine further includes an image reproduction unit 
and can reproduce the character image prepared based 

20 on the image data in the image data storage means on 
the image reproduction unit. 
[0032] In the invention of aspect 6, in the gaming 
system as claimed in claim 4, the first raising simulation 
gaming machine further includes first display means 

25 and image data storage means (third storage means) 
for storing a plurality of image data pieces and displays 
a character image prepared based on the image data 
stored in the image data storage means (third storage 
means) based on the first raising history data on the first 

30 display means, and the image data stored in the image 
data storage means (fourth storage means) is of high 
image quality as compared with the image data stored 
in the image data storage means (third storage means) 
of the first raising simulation gaming machine and the 

35 image displayed on the second display means based on 
the image data in the image data storage means (fourth 
storage means) is made excellent in power of expres- 
sion of resolution, coloring, etc., as compared with the 
image displayed on the first display means based on the 

40 same first raising history data for making a difference 
between the images. 

[0033] To make an expression power difference 
between the images, for example, the second display 
means uses a color display and the first display means 

45 uses a monochrome display or a display control section 
is provided between the first and second display means 
and first or second character determination means and 
the expression power of the display control section pro- 
vided in one display means is capable of two-dimen- 

50 sional display and that in the other display means is 
capable of three-dimensional display using computer 
graphics means using polygons, etc. 
[0034] According to the invention of aspect 7, there 
is provided a raising simulation gaming machine com- 

55 prising a raising simulation game program for raising a 
character, raising history data of the character formed 
by the raising simulation game program, and provided 
character image data assigned based on a temporary 
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game result, characterized by a camera for taking a 
photograph of a person, an image combining means for 
combining image data of the taken photograph with 
image data of the raised character, and an image repro- 
duction unit for reproducing a composite image of the s 
image data. 

[0035] According to the invention of aspect 8, there 
is provided a gaming system comprising a portable 
gaming machine comprising a raising simulation game 
program for raising a character and storage means for w 
storing raising history data of a virtual character formed 
by the first raising simulation game program and a print 
gaming machine comprising an image reproduction unit 
and storage means for storing a plurality of image data 
pieces, characterized in that the portable gaining is 
machine further includes data transfer means for trans- 
ferring the raising history data to the print gaming 
machine, and that the print gaming machine further 
includes data reception means for receiving the trans- 
ferred raising history data, wherein the image data with 20 
correspondence predetermined in response to the rais- 
ing history data transferred to the print gaming machine 
is transmitted to the image reproduction unit for repro- 
ducing an image of the image data. 
[0036] In the invention of aspect 9, in the gaming 25 
system of aspect 8, the print gaming machine further 
includes photographing means and image combining 
means for combining image data of a photograph taken 
by the photographing means with the image data with 
correspondence predetermined in response to the rais- 30 
ing history data and a composite image of the image 
data is reproduced on the image reproduction unit. 
[0037] In the invention of aspect 10, in the gaming 
system of aspect 9. the image reproduction unit is any 
of a display, a printer, or a laser beam machining unit. 35 
[0038] According to the invention of aspect 11, 
there is provided a raising simulation gaming machine 
comprising storage means for storing a plurality of 
image data pieces, display means for displaying image 
data selected from among the image data pieces stored 40 
in the storage means, raising means for performing a 
raising action such as care for a virtual character based 
on the image data displayed on the display means, and 
a raising simulation program for raising the character in 
response to the raising action of the raising means, 45 
characterized in that the raising means is provided with 
a vibration sensor and the virtual character raising 
action is based on the number of steps taken or vibra- 
tion frequency counted by the vibration sensor. 
[0039] In the invention of aspect 12, in the gaming so 
system of aspect 4, the first raising simulation gaming 
machine is a portable gaming machine. 
[0040] In the invention of aspect 13, in the gaming 
system of aspect 12, the portable gaming machine fur- 
ther includes a vibration sensor and wherein the first 55 
raising simulation game program raises the virtual char- 
acter based on the number of steps taken or vibration 
frequency counted by the vibration sensor. 



[0041] In the invention of aspect 14, in the gaming 
system of aspect 13, the portable gaming machine fur- 
ther includes a hook. A player hangs the hook on his or 
her belt, etc., to make hands free and the portable gam- 
ing machine does not obstruct walking of the player car- 
rying the gaming machine. 

[0042] According to the invention of aspect 15, 
there is provided, in a gaming system wherein first rais- 
ing history data is prepared by first raising means of a 
portable gaming machine enabling a player to carry the 
gaming machine and play a game thereon, having an 
internal power supply, first storage means, and first 
transfer means and second raising history data is pre- 
pared by second raising means of a coin-operable busi- 
ness use gaming machine installed in a store, etc., or a 
home gaining machine, having an external power sup- 
ply, second storage means, and second transfer means, 
a gaming method comprising the steps of: 

temporarily storing the first raising history data in 
the first storage means; 

transferring the first raising history data from the 
first storage means to the second storage means 
by the first transfer means; 
additionally raising second raising history data by 
the second raising means relative to the first raising 
history data from the second storage means; 
transferring the resultant second raising history 
data to the first storage means by the first transfer 
means or third storage means by third transfer 
means; and 

again raising the second raising history data by the 
first raising means, or displaying the second raising 
history data from the third storage means on dis- 
play means. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0043] In the accompanying drawings: 

FIG. 1 is a functional block diagram of a portable 
gaming machine; 

FIG. 2 is a functional block diagram of a gaming 
machine; 

FIG. 3 is a front view of the gaming machine; 
FIG. 4 is a schematic representation; 
FIG. 5 is a schematic representation; 
FIG. 6 is a schematic representation; 
FIG. 7 is a schematic representation; 
FIG. 8 is a schematic representation to show a 
home gaming machine requiring an external power 
supply incorporating the invention; 
FIG. 9 is a schematic representation to show trans- 
fer of raising history data between portable gaming 
machines; 

FIG. 10 is a schematic representation to show vir- 
tual world 1; 

FIG. 1 1 is a schematic representation to show vir- 
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tual world 2; 

FIG. 12 is a functional block diagram of another 
gaining machine; 

FIG. 13 is a front view to show a modified embodi- 
ment of the portable gaming machine according to 
the invention; 

FIG. 14 is a rear view of the modified embodiment 
in FIG. 13; 

FIG. 15 is a right side view of the modified embodi- 
ment in FIG. 13; 

FIG. 16 is a sectional view taken on line X-X in FIG. 
13; and 

FIG. 17 is a flowchart of a gaming system. 
[Description of Reference Numerals] 
[0044] 

1 Portable gaming machine 

2 First raising simulation game program 20 

3 First raising means 

4 First storage means 

5 First data transfer means 
10 Gaming machine 

1 2 Second raising simulation game program 25 

13 Second raising means 

14 Second storage means 
20 Camera 

20A Image combining means 

30 

FIG. 17 
[0045] 

FIRST RAISING MEANS 35 
FIRST RAISING HISTORY DATA 
FIRST STORAGE MEANS 
FIRST TRANSFER MEANS 
SECOND TRANSFER MEANS 
SECOND STORAGE MEANS 40 
SECOND RAISING MEANS 

SECOND RAISING HISTORY DATA 
SECOND STORAGE MEANS 
SECOND TRANSFER MEANS 45 
FIRST TRANSFER MEANS 
FIRST RAISING MEANS 

THIRD STORAGE MEANS 
SECOND DISPLAY MEANS so 
IMAGE REPRODUCTION MEANS 

BEST MODE FOR WORKING THE PRESENT INVEN- 
TION 

55 

[0046] FIG. 1 and FIG. 2 are functional block dia- 
grams to show one embodiment of the invention. 
Numeral 1 is a portable gaming machine and numeral 



10 is a gaming machine. 

(Portable gaming machine) 

5 [0047] The portable gaming machine 1 shown in 
FIG. 1 is made up of first display means 6 for displaying 
the image of a raised character, first transfer means 5 
for transferring first raising history information of the 
raised character to another gaming machine, and first 
10 raising means 3. 

[0048] In FIG. 14, numeral 9 is an internal power 
supply and the embodiment adopts AA batteries. The 
internal power supply 9 is thus provided to enable a 
player to play a game on the portable gaming machine 
15 1 anywhere; the portable gaming machine 1 differs in 
use form from gaming machines requiring an external 
power supply such as home or business gaming 
machines described later. 

[0049] The first raising means 3 comprises a first 
raising simulation game program 2 previously defining 
game progress, first storage means 4 for storing first 
history data of a raised character, first character deter- 
mination means 8, third storage means 7 for storing 
information of data of several types of character images 
that can be raised, and operation means 3A operated by 
a game player. Storage means 3B comprises the first 
raising simulation game program 2, the first storage 
means 4, the first character determination means 8, and 
the third storage means 7. The storage means 3B and 
the operation means 3A of the first raising means 3, the 
first display means 6, and the first transfer means 5 are 
controlled by a control section 3C such as a CPU (cen- 
tral processing unit) of the first raising means 3. 
[0050] The first raising means 3 further includes a 
counter (not shown) for counting the game play time or 
the number of play times. 

[0051] The game player operates the operation 
means 3A in response to game progress made along 
the first raising simulation game program 2. The first 
raising means 3 raises a character in response to the 
operation of the operation means 3A by the player, the 
game play time or the number of play times, and the like. 
Such raising data is stored in the first storage means 4 
in a predetermined format as raising history data. The 
raising history data in the first storage means 4 is 
updated and stored in response to the player's opera- 
tion of the operation means 3A, the game play time or 
the number of play times, and the like. The clause "a 
character is raised as the player operates the operation 
means" is used to mean that, for example, if the first 
raising simulation game program 2 causes the charac- 
ter to make a meal or play request or the game player 
spontaneously gives a meal to the character or keeps 
the character company, the shape of the character's 
body goes fat from slim figure depending on the meal 
giving timing and the meal kind and amount or the char- 
acter is often sick through lack of exercise if the charac- 
ter does not much play, namely, the character 
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characteristic changes as the game player operates the sensor 3F. The switch circuit can be switched by the 
operation means. This topic will be later in detail. user. To raise a virtual character, the portable gaming 
[0052] In addition to the operation means 3A, a machine can also be configured so that the player can 
vibration sensor 3F for sensing vibration of walking, etc., give a meal to the character only by operating the oper- 
of a human body is provided as means for raising a vir- s ation means 3A and that exercise of the character 
tual character, whereby the raising simulation gaming depends only on the sensing result of the vibration sen- 
machine as a portable game is provided with the func- so r 3F. 

tion and advantage similar to those of a conventional [0056] If a hook part 1Z hanged on a belt, etc., as 
pedometer for counting steps, a calorie consumption shown by the one-dotted chain line in FIG. 6 is provided, 
value, etc., of the user with the pedometer put around 10 the user can hang the portable gaming machine 1 on 
the hips and displaying the cumulative number of steps the hips when he or she goes out. 
and calorie consumption value on first display means for [0057] The portable gaming machine 1 is provided 
health care for the user. Generally, it is said that prefer- with the first display means 6 capable of displaying the 
ably the cumulative number of steps a day is 10000. image of the raised character as described above. The 
Nowadays, to overcome lack of exercise of children, a is image displayed on the first display means 6 is provided 
nursery school, a kindergarten, etc., distributes a ped- in the memory as the third storage means 7. The first 
ometer to each child for health care for the children by character determination means 8 generates image data 
checking the number of steps a day, etc. However, if the responsive to first raising history data from among dif- 
pedometer is distributed to the user who does not intend ferent types of character images provided in the third 
to take good care of his or her health, it cannot play an 20 storage means 7 based on the first raising history data 
essential role in health care unless the person who is stored in the first storage means 4, and the image of the 
not conscious of health care intends to walk of his or her raised character is displayed on the first display means 
own accord. However, if exercise of walking, etc. , of the 6 in accordance with the image data, 
player is involved in raising the virtual character as in the [0058] The raising history data may be coded as 
embodiment, there is a possibility that the player will 25 address code of the corresponding image data for stor- 
hold intention to exercise of his or her own accord from age in the memory 7. If the images corresponding to the 
a wish to raise an ideal character rather than health character raised in the first raising means 3 are thus 
care. stored as address codes, the amount of data to be 
[0053] Such a function may be provided by placing stored can be lessened as compared with that when the 
a rule that the greater the cumulative number of steps of 30 raising history data is stored in the first storage means 4 
the player carrying the portable gaming machine, the intact. However, if the first raising history data is stored 
more vigorous or slimmer grows the character in the as first raw history data of all operation history of the 
raising simulation game program. In doing so, the user game player operating the operation means 3A, the 
intends to exercise as much as possible to raise the time, the number of play times, etc., and at the display 
character as a more favorite character as well as to 35 time of the character image on the first display means 6, 
improve his or her health, so that the portable gaming the first character determination means 8 determines 
machine becomes useful as a health care machine. The features, body shape, hair style, etc., fitted to the char- 
raising game as described above is a game having a acter by calculation based on the first raising history 
large effect on the user to such an extent that if he or data and necessary data required for the corresponding 
she kills the character being raised in the game, the 40 character representation is combined and displayed, a 
user weeps. Thus, if children carry the portable gaming larger number of images finely changed following slight 
machines, the portable gaming machines can also con- change in the raising history data can be provided, 
tribute to solution to the problem of lack of exercise of [0059] However, the configuration requiring an 
the children as an object of public concern. expensive memory capacity as described above is not 
[0054] The vibration sensor 3F is not an indispen- 45 preferred at this moment in time from the viewpoint of 
sable member and a character can also be raised by the price of the portable gaming machine 1 and if the 
operating the operation means 3A without the vibration first character determination means 8 is provided with 
sensor 3F, of course. A known sensor used with a ped- such a calculation function, the cost increases, which is 
ometer, etc., can be used as the vibration sensor 3F. not preferred. 

Any sensor can be applied if it is a walking sensor of a so [0060] Therefore, in fact, preferably the configura- 
pedometer. For example, when a pendulum swings in a tion as described above is adopted for a coin-operable 
large amount, a weight thereof comes in contact with a business use gaming machine requiring an external 
sensor side wall and when it comes in contact with the power supply installed in a store, etc., (described later), 
sensor side wall, electric switching may be executed. At The portable gaming machine is thus configured, 
this time, a step may be counted. 55 whereby the image of the character raised by the game 
[0055] Numeral 3G is a switch circuit for determin- play who operates the operation means 3A along a 
ing a virtual character is raised in response to which game advanced by the first raising simulation game pro- 
input signal of the operation means 3A and the vibration gram 2 in the portable gaming machine 1 and raised in 
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response to the number of steps of the game player 
sensed by the vibration sensor 3F is transferred through 
the first transfer means to a home or business use gam- 
ing machine where the image is displayed on second 
display means 16 as a clearer image than the image 
displayed on the first display means 6. 
[0061] Specifically, in the gaming machine 10 
shown in FIG. 2, the parts making up a character such 
as features, body shape, hair style, etc., of the character 
are stored separately in fourth storage means 17, sec- 
ond character determination means 18 generates the 
corresponding parts from first or second raising history 
data, and image combining means 20A combines the 
generated parts, then the resultant image is displayed 
on the second display means 16. 
[0062] Any can be used as the first display means 6 
if it can display an image; for example, a liquid crystal 
display, a CRT, a plasma display, or an LED display can 
be applied. However, to use the portable gaming 
machine 1 as a portable, preferably, easily compacted 
liquid crystal display means is applied. Further, to use 
an inexpensive memory having a small capacity as the 
storage means 3B of the third storage means 7, etc., if 
a TN liquid crystal monochrome display is adopted, a 
compact and inexpensive portable raising simulation 
gaming machine can be provided. 
[0063] The raised character image that can be dis- 
played on the raising simulation gaming machine 1 is 
thus simplified and the character image displayed or 
printed on the gaming machine 10 (described later) is 
made a full-color image with high resolution for making 
an extreme difference between the images, whereby the 
game player is more greatly impressed by the raised 
character displayed on the gaming machine 10; the 
gaming ability can be improved. 

(Raising singly with raising simulation gaming machine) 

[0064] Image data pieces A to X are assigned to vir- 
tual character images determined by the first character 
determination means 8 in response to the first raising 
history data stored in the first storage means 4 
described above, as shown in FIG. 4. As A to X, image 
data is assigned as the first raising history data in the 
embodiment, but to raise a combative athlete, A to X 
hierarchical combative sport data pieces as power or life 
point levels can also be assigned as the first raising his- 
tory data. The combative sport data may be leveled up 
from A or B to C or D in response to the raising time of 
the combative athlete (containing the number of play 
times) and the level of the combative sport data of 
another combative athlete beaten by that raised com- 
bative athlete. The first raising history data of the com- 
bative athlete thus raised tan also be transferred to 
another combative sport gaming machine for making 
the combative athlete raised by the player fight against 
another combative athlete previously stored in the com- 
bative sport gaming machine or a combative athlete 



raised by another game player. 
[0065] FIG. 5 shows an example of raising progress 
with the raising history data as the image data, as 
described above. The raising progress example will be 

s discussed with reference to FIG. 4 and FIG. 5. The 
game player chooses favorite egg A between two eggs 
A and B displayed on the second display means 6 by 
operating the operation means 3A (first step). A timer 
(counter) - not shown - starts counting the play time with 

io the choice point in time as the reference and after the 
expiration of a predetermined time interval, the chosen 
egg A changes to character C (second step). Whether 
the egg A changes to character C or D can be automat- 
ically determined using a random number at the choice 

is time of the egg A or B (for example, male or female) or 
can be determined by the game player who operates 
the operation means 3A by the time the egg A changes 
to the egg C. When the character C changes to E, 
whether C changes to E, F, or K is determined by the 

20 game player who operates the operation means 3A in 
response to "meal," "play" request made by the charac- 
ter C (third step). 

[0066] Random numbers can be used so that differ- 
ent change is made if the operation timing differs even if 

25 the game player operates the operation means 3A in the 
sane manner. Further, to change the character E to K, 
the game player may operate the operation means 3A 
as at the third step (fourth step). After this, the game 
player will raise the character by taking similar steps to 

30 the third and fourth steps. 

(Modified embodiment of portable gaming machine) 

[0067] FIG. 1 3 to FIG. 1 6 show a modified embodi- 
35 ment of the above-described portable gaming machine. 
FIG. 13 is a front view to show a modified embodiment 
of the portable gaming machine according to the inven- 
tion. FIG. 14 is a rear view of the modified embodiment 
in FIG. 13. FIG. 15 is a right side view of the modified 
40 embodiment in FIG. 13. FIG. 16 is a sectional view 
taken on line X-X in FIG. 13. Parts identical with or sim- 
ilar to those of the above-described portable gaming 
machine are denoted by the same reference numerals 
in FIG. 13 to FIG. 16 and will not be discussed again. 
45 [0068] In FIG. 13, numeral 1K is a rectangular box 
on a plan view, a main body of a portable gaming 
machine 1 according to the modified embodiment. An 
inside 1L of the box 1K contains batteries 9 biased to 
one side in the length direction and a game control see- 
so tjon is housed inside (see FIG. 16). The portable gam- 
ing machine 1 of the modified embodiment differs 
largely from the above-described portable gaming 
machine 1 in that storage means 3B is housed in a car- 
tridge indicated by the one-dotted chain line in FIG. 16 
55 and can be electrically and physically connected to or 
disconnected from a game control section 3C housed in 
the box 1K. 

[0069] Disposed on a surface 1 M of the box 1 K are 
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key input switches 3A (3A1 and 3A2) and first display 
means 6 as a flat display for displaying game informa- 
tion produced based on external storage medium 3B of 
a ROM cassette, etc., (described later) by the game 
control section 3C in accordance with key input. 
[0070] Further, also in the modified embodiment, 
batteries 9 are provided so as to enable the game player 
to play a game on the portable gaming machine in the 
open, etc., like the above-described portable gaming 
machine. The batteries 9 occupy large weight percent- 
age as compared with the first display means 6 or the 
game control section 3C. In the modified embodiment, 
the batteries 9 occupying large weight percentage 
among the components of the portable gaming machine 
are biased to one side in the length direction, whereby 
the center of gravity of the portable gaming machine is 
biased to the one side housing the batteries 9. 
[0071 ] The first display means 6 is disposed on the 
opposite side to the side in the length direction of the 
box 1 K housing the batteries 9 and the game informa- 
tion is displayed in the direction in which the game 
player can play a game while seeing the first display 
means 6 with the housing side of the batteries 9 in the 
box 1 K downward. 

[0072] In addition, a string retaining part 1 N is pro- 
vided in a side face of the side in the length direction 
where the first display means 5 is disposed and an 
engagement part 50B of a string 50 having a loop part 
50 A is brought into engagement with the string retaining 
part 1N for fixing the string 50 and the box 1K. In the 
embodiment of the invention, the string 50 is put on the 
left of the portable gaming machine as shown in FIG. 1 
and FIG. 2, but can also be put on the right thereof as 
indicated by the alternate long and short dash line in 
FIG. 13. 

[0073] The string 50 is set to such a length to allow 
the game player to pass his or her palm through the loop 
part 50A of the string 50 and place his or her fingers on 
the operation positions of the key input switches 3A. 
[0074] The box 1 K has outer dimensions of 23 mm 
(maximum thickness), 70 mm (short side), and 1 12 mm 
(long side), and the first display means adopted as a flat 
display has a size of 46.5 mm x 42 mm. The portable 
gaining machine of the embodiment is designed to be 
not only compact, but also lightweight to enable the 
game player to play a game with the portable gaming 
machine held by his or her hand. The term "portable 
gaming machine" in the specification is used to mean a 
gaming machine which contains a drive power supply 
for eliminating the need for an external power supply 
required for a conventional home or business use gam- 
ing machine and is designed to be lightweight and com- 
pact to enable the game player to play a game with the 
gaming machine supported by both hands. 
[0075] In the embodiment, the portable gaming 
machine is fully worked out so that it is designed to be 
compact; for example, attention should be focused on 
the attachment part of the switch 3A2 of the key input 



switch 3A. As shown in FIGS. 1 3 and 1 6, the surface 1 M 
of the box 1 K where the switch 3A2 is attached shows a 
swelling form as compared with other portions of the 
surface 1M so that a stroke in the thickness direction of 

5 the box 1 K can be used to switch the switch 3 A. Specif- 
ically, if the game player presses the neighborhood of 
the outer periphery of the switch 3A2 having a circular 
key button form in the thickness direction thereof, the 
outer peripheral portion of the switch 3A2 is inclined 

w with the switch 3A2 as the center for switching. 

[0076] Alternatively, if the game player slides the 
switch 3A2 of a circular key button form in a plane direc- 
tion, for example, left and right or back and forth, the 
switch 3A2 slides on a spherical slide face (not shown) 

15 and a stroke in the depth direction can be used for 
switching, as described above. 
[0077] According to the method of sliding the switch 
for switching, as compared with the method of pressing 
the switch in the depth direction for switching, the gam- 

20 ing machine itself becomes compact and as the switch 
becomes smaller, the game player becomes easily con- 
scious of the switching act. 

[0078] The key input switches 3A1 , which are both 
pushbuttons, are used as bullet shooting buttons in a 

25 shooting game or function as acceleration and brake 
operation buttons in a driving game. 
[0079] The switches 3A1 and 3A2 are placed at 
positions such that the game player can switch the 
switches 3A1 and 3A2 with thumbs of both hands with 

30 the portable gaming machine supported by both hands. 
That is, preferably on ease of operation, the switches 
are placed near the move traces of thumbs when the 
game player moves his or her thumbs supporting the 
portable gaming machine by both hands so that the 

35 player can see the first display means 6. 

[0080] Three long holes to allow sound from a 
sound reproduction unit 3C1 to easily travel to the out- 
side are made below the pushbuttons 3A1 . 
[0081 ] A rotary knob 1 P for adjusting contrast of the 

40 first display means 5 and a rotary control 1 Q for adjust- 
ing the volume of sound produced from the sound 
reproduction unit 3C1 are disposed on a side face of the 
box 1 K and can be operated by the game player. In the 
embodiment, the operation switch 3A2 is a slide switch, 

45 but any other form such as a pushbutton switch may be 
adopted. 

[0082] Further, a pushbutton power switch (not 
shown) is disposed on another side face of the box 1 K. 
[0083] In addition, an insertion slot 1 R for inserting 

so the cartridge 3B is made in one end face of the box 1 K. 
[0084] Disposed in the other end face are a power 
connector (not shown) to receive an external power 
supply other than the contained batteries and an ear- 
phone connector (not shown) to allow only the player to 

55 listen to sound produced from the sound reproduction 
unit3C1. 

[0085] The inside 1 L of the box 1 K houses a circuit 
board forming the control section 3C made up of the 
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CPU and various electronic circuits for controlling the 
game program. A connector (not shown) for electric 
connection to the cartridge 3B at a position communi- 
cating with the insertion slot 1 R is mounted on the lower 
face of the circuit board. 5 
[0086] The batteries 9 are used as the drive power 
supply of the first display means 6, the sound reproduc- 
tion unit 3C1 , the game control section 3C, etc. Prefera- 
bly, a separate backup power supply is provided so that 
the temporary game result stored in the storage means 10 
3B is not lost when the batteries are replaced, etc. 
[0087] In the modified embodiment of the portable 
gaming machine, if an AC receptacle provided in a 
house exists, the portable gaming machine can be 
operated by receiving power through the receptacle is 
without using the batteries 9 although not shown. 

(Gaming machine) 

[0088] The gaming machine 10 roughly comprises 20 
a camera 20, second display means 16, and a printer 21 
in addition to the configuration of the raising simulation 
gaming machine 1. The second display means 16 dis- 
plays image data of a character corresponding to first 
raising history data transferred from the raising Simula- 25 
tion gaming machine 1 via the transfer means 5 to the 
gaming machine 10 as it is, or a composite image pro- 
vided by the image combining means 20A combining 
the image data with the image of a person having his or 
her photograph taken by the camera 20. The printer 21 30 
prints the image displayed on the second display means 
16 as it is or at higher resolution. 
[0089] The member correspondence between the 
raising simulation gaming machine 1 and the gaming 
machine 10 is as follows: Storage means 13B corre- 35 
sponds to the storage means 3B; a second raising sim- 
ulation game program 12 to the first raising simulation 
game program 2; the first raising means 3 to second 
raising means 13; the first storage means 4 to the sec- 
ond storage means 1 4; the first data transfer means 5 to 40 
second data transfer means 15; the first display means 
6 to the second display means 16; the third storage 
means 7 to the fourth storage means 1 7; the first char- 
acter determination means 8 to the second character 
determination means 8; and the first operation means 45 
3A to the second operation means 3B. 
[0090] FIG. 3 is a front view to show the appear- 
ance of the gaming machine 10. FIG. 2 is a functional 
block diagram to show the gaming machine 10, The 
member correspondence between the raising Simula- so 
tion gaming machine 1 and the gaming machine 10 
shown in FIG. 2 is as described above. 
[0091] Like the raising simulation gaming machine 
1 , the gaming machine 10 can also raise a character by 
itself, in which case the members of the gaming 55 
machine 10 play the same roles as the corresponding 
members of the raising simulation gaming machine 1. 



(Raising a character with raising simulation gaming 
machines of a portable gaming machine and a gaming 
machine) 

[0092] Raising a character with raising simulation 
gaming machines of a portable gaming machine and a 
gaming machine will be discussed with reference to 
FIG. 1 to FIG. 3, FIG. 6, and FIG. 7. 
[0093] The gaming machine 10 as the gaming 
machine discussed in the form is a business use gam- 
ing machine installed in a gaming house. 
[0094] First, when a game player inputs a coin as 
much as a predetermined amount of money required for 
playing a game into a coin slot 22 shown in FIG. 3, an 
image as shown in FIG. 6 is displayed on the first dis- 
play means 16. The game player connects the first 
transfer means 5 of the portable gaming machine 1 and 
the second transfer means 15(1 5A) by a cord based on 
the displayed prompt. Then, when the game player 
selects "READ DATA" in FIG. 7 by the operation means 
13A, the first raising history data stored in the first stor- 
age means 4 is transferred from the first transfer means 
5 through the second transfer means 15 to the gaming 
machine 10. The transferred first raising history data is 
once stored in the second storage means 14. 
[0095] The second raising means 13 starts a rais- 
ing game along the second raising simulation game pro- 
gram 12 based on the first raising history data stored in 
the second storage means 14. When the game is 
started, the character is raised additionally in accord- 
ance with the second raising simulation game program 
12 and as the game player operates the operation 
means 1 3A. The second raising history data of the addi- 
tionally raised character is stored in the second storage 
means 14 in sequence. 

[0096] The second raising history data of the addi- 
tionally raised character stored in the second storage 
means 14 is transferred through the second transfer 
means 15 and the first transfer means 5 to the portable 
gaining machine 1. The first raising means 3 further- 
more additionally raises the character along the first 
raising simulation game program 2 based on the trans- 
ferred second raising history data. 
[0097] In the description of the transfer means 5 
and 15, the portable gaming machine 1 and the gaming 
machine 10 are connected by a cable. However, alter- 
natively, any known communication system capable of 
executing two-way or one-way communication can also 
be adopted. For example, a memory card reader 15B is 
provided in FIG. 3 and the first raising history data as 
the temporary game result is once stored on a memory 
card 5A from a home gaming machine requiring an 
external power supply as shown in FIG. 8, then the 
memory card 5A is read through the reader 15B as the 
second transfer means 15 of the business use gaming 
machine 10 shown in FIG. 3, whereby the first raising 
history data can be transferred to the gaming machine 
10. An optical communication reception section 15C as 
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shown in FIG. 3 can also be used as the second transfer 
means 15 for transferring the first raising history data 
from an optical communication reception section of the 
first transfer means 5 of the portable gaming machine 1 
by optical communication. s 
[0098] To transfer the temporary game result of the 
first raising history data, the second raising history data, 
etc., as described above without using the above- 
described memory card 5A or communication, the data 
can also be directly transferred through the internal 10 
memory of the portable gaming machine 1 as described 
above. Specifically, physical connection is made possi- 
ble between the second transfer means 15 of the busi- 
ness use gaming machine 10 shown in FIG. 3 and the 
home gaming machine shown in FIG. 8 and the first is 
transfer means 5 of the portable gaming machine 1, 
then the portable gaming machine 1 is connected to the 
home gaming machine 10 at one time for transferring 
the temporary game result data therebetween and is 
connected to the business use gaming machine 10 at 20 
one time for transferring the temporary game result data 
therebetween. In this case, the portable gaming 
machine 1 plays a similar role to that of the memory 
card 5A. 

25 

(Preparation of composite image of raised character 
and game player) 

[0099] As described above, the gaming machine 1 0 
can prepare a virtual raised character image by the sec- 30 
ond character determination means 1 8 from image data 
in the fourth storage means 17 based on the second 
raising history data in the second storage means 14 
(the character state not additionally raised by the sec- 
ond operation means 3A, etc., namely, the first raising 35 
history data may be stored as the second raising history 
data) and combine the prepared image data with image 
data of the game player having his or her photograph 
taken by the camera 20 by the image combining means 
20A. The camera 20 and the image combining means 40 
20A are not indispensable members to use the gaming 
machine simply as a character raising game. 
[01 00] However, the camera 20 and the image com- 
bining means 20A enable the composite image (photo- 
graph) of the raised character and the game player to be 45 
displayed on the second display means 16, and the 
character raised in the virtual world and the game player 
in the real world can be brought into contact with each 
other on the first display means. 

[0101] The image data of the character prepared so 
according to the second raising history data stored in 
the fourth storage means 17 is finely classified or deli- 
cately represented as compared with the image data in 
the third storage means 7 prepared according to the 
second raising history data, whereby the image can be 55 
displayed more clearly and can be changed when the 
raising state a little changes as compared with the 
image displayed on the second display means 6. In the 



third storage means 7 and the fourth storage means 1 7, 
different images (one is a monochrome image and the 
other is a full color image having a large data amount) 
are generated based on the same raising history data, 
whereby the more real image of the character raised in 
the virtual world is displayed on the second display 
means 16 of the gaming machine 10. 

(Printing of character image) 

[0102] The printer 21 is connected to the image 
combining means 20A of the gaming machine 10. The 
printer 21 , which is also optional, is connected to the 
image combining means 20A, whereby the image dis- 
played on the first display means 16 can be printed; for 
example, ceremonies responsive to the age of the char- 
acter, such as a graduation ceremony and a wedding, 
and a growth process can be left in the image form. 
[0103] If the composite image provided by the 
image combining means 20A combining the image data 
with the image of the game player having his or her pho- 
tograph taken by the camera 20 is printed on the printer 
21, the character raised in the virtual world and the 
game player can be brought into contact with each other 
so that the game player feels a stronger attachment to 
his or her raised character and can obtain pleasure like 
raising of a real pet. 

[01 04] The gaming machine is configured as a sim- 
ple print gaming machine having no raising simulation 
game program and the raising history data of the char- 
acter raised with the portable gaming machine is trans- 
ferred to the print gaming machine, whereby the raised 
virtual character can be printed. In this case, the char- 
acter is not additionally raised on the gaming machine. 
[0105] In such a configuration wherein the charac- 
ter is not additionally raised on the gaming machine, the 
transfer means 15 may have a function as data recep- 
tion means simply for receiving the raising history data 
from the portable gaming machine. 

(Transfer of temporary game result between portable 
gaming machines) 

[0106] FIG. 9 is a schematic drawing to show how 
the temporary game result in one portable gaming 
machine is transferred to another portable gaming 
machine for exchanging the raised characters with each 
other or porting the raised character from one portable 
gaming machine to another. In this case, the same 
game program is stored in the portable gaming 
machines. 

[0107] The game ability can be widened like a sur- 
rogate mother, a marriage, a marriage meeting, etc., by 
making it possible to port the raised character from one 
portable gaming machine to another. 
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(Composition of virtual world made up of portable gam- 
ing machines and gaming machines) 

Virtual world 1 

5 

[0108] FIG. 10 is a diagram to show the composi- 
tion of a virtual world consisting of portable gaming 
machines 1 and business use gaming machines 10 
placed in stores, etc. 

[0109] Numerals 1A to 1D are portable gaining 10 
machines 1 owned by game players. Numerals 10A to 
1 0C are gaming machines 1 0 each comprising the cam- 
era 20 and the image combining means 20A. Moreover, 
they have different second raising simulation game pro- 
grams 1 2. The second raising simulation game program is 
12 of the gaming machine 1 0A is a program concerning 
"hospital" for enabling the game players to play a game 
of curing a serious disease occurring when raising char- 
acters in their gaming machines 1 A to 1 D (homes in the 
real world). Various types of game play are possible; for 20 
example, the game player selects a good one from 
among hospitals and selects a doctor who seems capa- 
ble in the hospital for performing an operation on the 
raised character, etc. Of course, first and second game 
programs differ and are advanced, whereby different 25 
games can be executed. 

[01 1 0] The composite image of the raised character 
and the game player having his or her photograph taken 
by the camera 20 can also be printed on the printer 21 
to commemorate leaving the hospital. The gaming so 
machine 1 0B is a "school," for example. The temporary 
game result as first raising history data is transferred to 
the gaming machine 1 0B as a school and intelligence, 
etc., of the additionally raised character is improved by 
a second game program different from a first game pro- 35 
gram, then the temporary game result as second raising 
history data is returned to the raising simulation gaming 
machine 1 A to 1D. 

[0111] Such transfer is executed by the transfer 
means (5, 15). The transfer system may be a wire or 40 
radio system. Although any system of light, sound, or a 
radio wave may be adopted as the radio system, the 
portable gaming machine 1 needs to be provided with 
an internal power supply 9 as a radio power supply. 
[0112] The portable gaming machine is thus pro- 45 
vided with the internal power supply 9, whereby to 
change the image of the raised character a little (to the 
next growth stage) on the gaming machine 1 0, the char- 
acter can be additionally raised on the spot for obtaining 
a favorite image. If the portable gaming machine does so 
not have the internal power supply 9, the game player 
needs to once go home for additionally raising the char- 
acter; since the portable gaming machine has the inter- 
nal power supply 9, the game player can additionally 
raise the character on the spot without such trouble. 55 
[01 1 3] If the game program of the gaming machine 
1 0B to which the temporary game result is transferred is 
a school as described above, when the game player 



plays a game on the gaming machine 10B, the charac- 
ter becomes clever. When the character becomes 
clever, the effect of changing the expression of the char- 
acter or making the character more reasonable is pro- 
duced as the character becomes clever. The gaming 
machine 10C is a "karate hall," for example. As the 
raised character goes to karate hall, the character may 
be able to be well built, improve in power level as a com- 
bative athlete, or acquire techniques. The level as a 
combative athlete, etc., is stored as the temporary 
game result as the second raising history data. 

Virtual world 2 

[0114] FIG. 1 1 assumes another virtual world. The 
gaming machines 10A to 10C in the virtual world 1 can 
display the composite image of the raised character and 
the person having his or her photograph taken on the 
second display means 16 and print the image. The 
invention is not limited to gaming machines each com- 
prising a camera and an image reproduction unit. That 
is, a gaming machine not comprising a camera or an 
image reproduction unit, such as a product named MVS 
sold by the applicant is used as the above-described 
"hospital" or "school" as social facilities and a virtual 
raised character can be made to artificially experience 
communication with the outside in the real world on the 
gaming machine. 

[01 1 5] Gaming machines 1 0A to 1 0D comprise dif- 
ferent second raising simulation game programs 12, 
which correspond to different social facilities like the 
portable gaming machines 10A to 10C in the virtual 
world described above. However, the gaming machines 
1 0A to 1 0D in FIG. 1 1 do not contain the camera 20 or 
the image combining means 20A in FIG. 2. 
[0116] Each of gaming machines 30A to 30C in 
FIG. 11 is provided by excluding the second raising 
means 13 and the second raising simulation program 
12 from the gaming machine 10. That is, the gaming 
machines 30A to 30C correspond to "photo studios" in 
the social facilities. FIG. 12 shows the gaming machine 
30. Parts similar to those previously described with ref- 
erence to FIG. 2 are denoted by the same reference 
numerals in FIG. 12. The gaming machine as a "photo 
studio" contains a game program for combining a raised 
character with previously stored background and fore- 
ground and allowing the game player to enter desired 
letters in a predetermined sequence rather than the vir- 
tual character raising game program in "school," etc., 
described above. 

[01 17] The "photo studios" for printing the compos- 
ite image of the game player and the raised character or 
the image of the character by itself and various raising 
social facilities for raising the character are placed in a 
store such as a gaming house of amusement facilities 
as dedicated machines, whereby the above-described 
various gaming machines are specialized and when 
queuing for playing a game, the game player can easily 
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estimate the wait time because the same type of game 
is played on the raising simulation gaming machines 
and the game play time does not extremely differ. Per- 
sonnel in the store can predict what virtual social facili- 
ties, namely, raising simulation gaming machines will 
become insufficient for players to play games and can 
easily recognize the virtual social facilities to be added. 
[0118] Further, the second raising simulation game 
programs contained in the gaming machines 10A to 
1 0D as the virtual social facilities can also be installed in 
one gaming machine in a multi-cassette system so that 
the gaming machine is changed from "karate hall" to 
"stadium" by replacing cassettes. To adopt such a multi- 
cassette system, a known system as described in the 
Unexamined Japanese Utility Model Application Publi- 
cation No. Sho 60-135764 or 63-3886 may be used. 
[0119] Using the memory card reader 15B, image 
data of game player looks, etc., can be read from a dig- 
ital still-video camera and be combined with the image 
data of the raised character by the image combining 
means 20A for displaying the composite image on the 
second display means 16 or printing the image on the 
printer 21 . 

[0120] The character image or the composite image 
of the character and a person (game player) having his 
or her photograph taken, displayed on the second dis- 
play means 16 of the gaming machine 10 can be once 
stored on a memory card provided by the game player 
through the memory card reader 15B so that the game 
player can reproduce the stored data on the memory 
card with his or her digital camera or display on a home 
television. 

[0121] According to the above-described inven- 
tions, there are respective advantages as below. 
[0122] According to the invention as claimed in 
claim 1 , the temporary result of a game played on two or 
more different portable gaming machines is transferred 
by the data transfer means to a gaming machine requir- 
ing an external power supply, such as a coin-operable 
business use gaming machine installed in a store, etc., 
or a home gaming machine. For example, the capability 
of the character prepared based on the temporary 
game result transferred is set and the player can play a 
game in response to the game program of the gaming 
machine based on the setup character capability. 
[01 23] For example, when the game program of the 
gaming machine provides a combative sport game, if 
the character raised by the player on his or her portable 
gaming machine has a lower capability than the com- 
petitor and has no chance of winning, the player can 
additionally raise the character on the spot. The addi- 
tional raising also contains, for example, the act of 
changing the weapon used by the character, changing 
the character from a magician to a martial art athlete, 
etc. 

[0124] Preferably, the radio system as claimed in 
claim 3 is adopted as the method of transferring the 
game data as the temporary game result on the porta- 



ble gaming machine by the data transfer means. Since 
the portable gaming machine of the invention comprises 
an internal power supply, the data can be transferred by 
the radio system as well as the conventional transfer 

5 method via a recording medium such as floppy disk. 
The radio system eliminates the need for a floppy drive 
mechanism unit, decreases the number of parts, and if 
data is transferred from a plurality of portable gaming 
machines, eliminates the need for providing a plurality 

w of slots connecting the portable gaming machines and 
gaming machines of business use gaming machines, 
etc. For example, if a memory card is connected to the 
data transfer means as a storage medium for transfer- 
ring data, two memory card insertion slots become nec- 

15 essary in the gaming machine to which the data is 
transferred. 

[0125] According to the invention as claimed in 
claim 4, the first or second raising history data of the 
raised character can be transferred between the first 

20 and second raising simulation gaming machines or from 
one raising simulation gaming machine to another and 
the character can be additionally raised by the second 
raising simulation game program in the second raising 
simulation gaming machine based on the first raising 

25 history data prepared in the first raising simulation gam- 
ing machine, thus the character can be raised while 
communicating with a different world or society. 
[0126] Further, a character image is prepared 
based on the image data previously stored in the image 

30 data storage means (fourth storage means) based on 
the first or second raising history data and the prepared 
image data can be displayed on the second display 
means, so that the raising result can be displayed on the 
second display means of the second raising simulation 

35 gaming machine. 

[0127] In the invention as claimed in claim 5, the 
image displayed on the second display means can be 
reproduced on the image reproduction unit and the 
image of the raised character can be held as a photo. 

40 Such an act plays a role as a commemorative photo of 
the raised pet. 

[0128] In the invention as claimed in claim 6, the 
first raising history data is passed to the second raising 
simulation gaming machine and the character can be 

45 displayed based on the image data storage means 
(fourth storage means) contained in the second raising 
simulation gaming machine different from the first rais- 
ing simulation gaming machine based on the first rais- 
ing history data, whereby, for example, a larger amount 

so of image data than that in the image data storage 
means (third storage means) in the first raising simula- 
tion gaming machine is provided in the image data stor- 
age means (fourth storage means) and a display unit of 
high resolution that can reproduce the image data 

55 stored in the image data storage means (fourth storage 
means) can also be used as the second display means 
to display the raised virtual character; a more rich and 
real image represented more accurately can be pro- 
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vided. 

[0129] That is, the amount of data stored in the 
image data storage means (fourth storage means) in 
the second raising simulation gaming machine as the 
data amount required for character image preparation 5 
from one raising history data piece is set larger than the 
data amount in the image data storage means (third 
storage means) in the first raising simulation gaming 
machine or the second display means uses a display 
unit of higher resolution than the first display means, so 10 
that the image displayed on the second display means 
can be made sharper, clearer, and finer than the image 
displayed on the first display means in the first raising 
simulation gaming machine. For example, the first rais- 
ing simulation gaming machine is made portable, is 
handy, and compact at low cost and the second raising 
simulation gaming machine is provided with the capabil- 
ities of displaying and printing a sharper, clearer, and 
finer image. The raising state is finely classified and 
although the character raising state changes a little, the 20 
raising state difference cannot be recognized on the first 
display screen, but can be recognized on the second 
display screen, whereby the character display image 
can be varied between the first and second display 
means. 25 
[0130] In the invention as claimed in claim 7, the 
image of a person having his or her photograph taken 
by the camera is combined with the image of the raised 
character and the composite image is printed, whereby 
a commemorative photo of a raised child and a dog, a 30 
cat, etc., can be taken as in the real world. That is, the 
contact between the virtual character raised in the vir- 
tual world and the game player of a foster parent in the 
real world appears in the composite picture, thus the 
player can feel a realer attachment to the virtual charac- 35 
ter. This means that the virtual and real worlds can be 
represented in a piece in the printed commemorative 
photo. Preferably, the printing unit is a video printer or 
any other color printer, but may be a monochrome 
printer, etc. Various printers such as ink jet and thermal 40 
transfer printers are available. A composite photo of the 
game player and the character raised on the raising 
simulation gaming machine or a loved character is 
taken, whereby the contact between the real and virtual 
worlds is created and the game ability richer in reality 45 
can be widened. 

[0131] According to the invention as claimed in 
claim 8, the image of the virtual character raised on the 
portable gaming machine can be printed on a dedicated 
print gaming machine. That is, since the portable gam- 50 
ing machine needs to be formed small so that the player 
can carry it, a print function cannot be installed in the 
portable gaming machine, but such a problem can be 
solved by enabling data to be transferred between the 
portable gaming machine and the dedicated print gam- ss 
ing machine. 

[0132] According to the invention as claimed in 
claim 9, in addition to the advantage in claim 8, a print 



on which the virtual character raised and the player rais- 
ing the character are taken can be provided. The print 
becomes the contact between the real world and the vir- 
tual world raising the character and the game player can 
feel an increased attachment to the character raised on 
the portable gaming machine. 
[0133] According to the invention as claimed in 
claim 9, the portable gaming machine can play a role as 
a so-called health exercise machine. For example, if the 
person carrying the portable gaming machine do not 
much walk, the fact that the virtual character becomes 
short of exercise can also be represented by voice or an 
image for prompting the person carrying the portable 
gaming machine to exercise. Of course, the game 
player can also vibrate the portable gaming machine 
supported by his or her hand for making the character 
exercise. 

Claims 

1 . A gaming system comprising: 

a gaming machine requiring an external power 
supply, such as a coin-operable business use 
gaming machine installed in a store, etc., or a 
home gaming machine; and 
a portable gaming machine having an internal 
power supply for enabling a player to carry said 
portable gaming machine and play a game 
thereon, wherein 

game programs for enabling players to play dif- 
ferent games are installed in said portable 
gaming machine and said gaming machine, 
that 

each of said portable gaming machine and said 
gaming machine is provided with data transfer 
means through which a temporary game result 
can be transferred from said portable gaming 
machine to said gaming machine, and that 
said gaming machine can receive data storing 
temporary results of games played on two or 
more different portable gaming machines 
through said data transfer means and execute 
the next process such as continuing the game 
play or printing based on the received data. 

2. The gaming system as claimed in claim 1 , wherein 

said data transfer means for transferring the 
temporary result of the game played on said 
portable gaming machine to said gaming 
machine adopts a radio transfer system and 
the radio data transfer is executed using power 
from the internal power supply. 

3. The gaming system as claimed in claim 2, wherein 

said radio system is selected from the group of 
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a spurious spread system, a time division sys- 
tem, a frequency shift key (FSK) system, infra- 
red communication, pulse communication, and 
AM/FM communication. 

5 

4. A gaming system comprising: 

a first raising simulation gaming machine com- 
prising; 

first raising means having a first raising Simula- 10 
tion game program for raising a character, and 
first storage means for storing first raising his- 
tory data of a virtual character formed by the 
first raising simulation game program, and 
first data transfer means for transferring the is 
first raising history data stored in the first stor- 
age means to a second raising simulation gam- 
ing machine; and 

a second raising simulation gaming machine 
comprising; 20 
second raising means having a second raising 
simulation game program for raising a charac- 
ter, and second storage means for storing sec- 7. 
ond raising history data of a virtual character 
formed by the second raising simulation game 25 
program, and 

second data transfer means for receiving the 
first raising history data transferred through 
said first data transfer means from said first 
raising simulation gaming machine, wherein 30 
said second raising simulation gaming 
machine can store second history data of the 
character additionally raised by said second 
raising means according to the second raising 
simulation game program based on the 35 
received first raising history data in said second 
storage means, and 8. 
said second raising simulation gaming 
machine further comprises second display 
means for displaying an image of a character 40 
prepared based on image data previously 
stored in image data storage means (fourth 
storage means) based on the first or second 
raising history data. 

45 

5. The gaming system as claimed in claim 4, wherein 

said second raising simulation gaming 
machine further includes an image reproduc- 
tion unit, and can reproduce the character so 
image prepared based on the image data in 
said image data storage means on the image 
reproduction unit. 

6. The gaming system as claimed in claim 4, wherein 55 

said first raising simulation gaming machine 
further includes first display means and image 



data storage means (third storage means) for 
storing a plurality of image data pieces, and 
displays a character image prepared based on 
the image data stored in said image data stor- 
age means (third storage means) based on the 
first raising history data on said first display 
means, and wherein 

the image data stored in said image data stor- 
age means (fourth storage means) is of high 
image quality as compared with the image data 
stored in said image data storage means (third 
storage means) of said first raising simulation 
gaming machine and the image displayed on 
said second display means based on the 
image data in said image data storage means 
(fourth storage means) is made excellent in 
power of expression of resolution, coloring, 
etc., as compared with the image displayed on 
said first display means based on the same first 
raising history data for making a difference 
between the images. 

A raising simulation gaming machine comprising: 

a raising simulation game program for raising a 
character, raising history data of the character 
formed by said raising simulation game pro- 
gram, and provided character image data 
assigned based on a temporary game result, 
a camera for taking a photograph of a person, 
an image combining means for combining 
image data of the taken photograph with image 
data of the raised character, and 
an image reproduction unit for reproducing a 
composite image of the image data. 

A gaming system comprising: 

a portable gaming machine including; 

a raising simulation game program for raising a 

character, and 

storage means for storing raising history data 

of a virtual character formed by the first raising 

simulation game program, and 

a print gaming machine including; 

an image reproduction unit, and 

storage means for storing a plurality of image 

data pieces, wherein 

said portable gaming machine further includes 
data transfer means for transferring the raising 
history data to said print gaming machine, 
said print gaming machine further includes 
data reception means for receiving the trans- 
ferred raising history data, and wherein 
the image data with correspondence predeter- 
mined in response to the raising history data 
transferred to said print gaming machine is 
transmitted to said image reproduction unit for 
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reproducing an image of the image data. 

9. The gaming system as claimed in claim 8, wherein 

said print gaming machine further includes; s 
photographing means, and 
image combining means for combining image 
data of a photograph taken by said photograph- 
ing means with the image data with corre- 
spondence predetermined in response to the 10 
raising history data, and a composite image of 
the image data is reproduced on said image 
reproduction unit. 

10. The gaming system as claimed in claim 9, wherein is 

said image reproduction unit is selected from 
the group of a display, a printer, or a laser beam 
machining unit. 

20 

11. A raising simulation gaming machine comprising: 
storage means for storing a plurality of image data 
pieces, 

display means for displaying image data 25 
selected from among the image data pieces 
stored in said storage means, raising means for 
performing a raising action such as care for a 
virtual character based on the image data dis- 
played on said display means, and 30 
a raising simulation program for raising the 
character in response to the raising action of 
said raising means, wherein 
said raising means includes a vibration sensor, 
and the virtual character raising action is based 35 
on the number of steps taken or vibration fre- 
quency counted by said vibration sensor. 



is prepared by first raising means of a portable 
gaming machine enabling a player to carry the 
gaming machine and play a game thereon, having 
an internal power supply, first storage means, and 
first transfer means and second raising history data 
is prepared by second raising means of a coin- 
operable business use gaming machine installed in 
a store, etc., or a home gaming machine, having an 
external power supply, second storage means, and 
second transfer means, a gaming method compris- 
ing the steps of : 

temporarily storing the first raising history data 
in said first storage means; 
transferring the first raising history data from 
said first storage means to said second storage 
means by said first transfer means; 
additionally raising second raising history data 
by said second raising means relative to the 
first raising history data from said second stor- 
age means; 

transferring the resultant second raising history 
data to said first storage means by said first 
transfer means or third storage means by third 
transfer means; and 

again raising the second raising history data by 
said first raising means, or displaying the sec- 
ond raising history data from said third storage 
means on display means. 



12. The gaming system as claimed in claim 4, wherein 

40 

said first raising simulation gaming machine is 
a portable gaming machine. 



13. The gaming system as claimed in claim 12, wherein 



said portable gaming machine further includes 
a vibration sensor and wherein the first raising 
simulation game program raises the virtual 
character based on the number of steps taken 
or vibration frequency counted by said vibration so 
sensor. 



14. The gaming system as claimed in claim 13, wherein 



said portable gaming machine further includes 55 
a hook. 



15. A gaming system in which first raising history data 
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